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The user evaluation began with identifying the target audience so that the game can be
tested on the right demographic, in this case the target demographic is university students or
students about to start university. Participants in the same age range were recruited from the
computer science cohort. They were then asked to sign a consent form and read an
information sheet which specified how their data would be used and that this evaluation was
to test the system rather than their own abilities.

The user evaluation took the form of a task-based evaluation and the user was given
a scenario which provided context for the use of the game and the evaluation tasks:

“You are a student about to start studying at the University of York in September. You were
told about this game by a friend and you want to use this game to get an idea of the campus
and key locations. You also want to pass the final exam in the game, and get as high a score
as possible to try and beat your friend.“

The user was then asked to complete four different tasks which encompassed all
possible interactions on the screens of the game (Main Menu, Credits, Game, Score,
Settings, Pause) and gave the user the chance to explore which provided a more authentic
experience:

1. You open the game and find that the game is too loud. Can you lower the music and
sfx volume.
2. Start the game and try to complete the game while aiming to explore a variety of
activities and pass the exam.
a. You find that the music is too quiet, can you pause the game and increase the
volume of the music
3. Once the game has been completed, can you add the score to the leaderboard to
prove to your friend that you beat them.
4. You like the art style of the game and are interested in what tools and assets were
used, navigate to the credits screen to look
through these and then exit the game.

Remember to get the person to fill out the consent form and read the information sheet.
Nen-italicised text Is to be given to the user as the scenario and task they are expected to perform,

s i 1t sovor 1 b e sovgiey s Soet] i s oot Evaluators were provided with a template in
Google Docs as shown on the left which
prompted them on what to look out for. Each
task was accompanied with a selection of
atomic hypotheses for the evaluators to use to
evaluate the users progress. If the user went
quiet at any point in the evaluation, they were
prompted to talk about what they were thinking
about or trying to do [1]. After the evaluation
the user was then asked if they had any final
comments or suggestions that the game could
use.

Problems that users encountered were scored
on a scale of 1-4 where 1 is a cosmetic issue
and 4 is a catastrophic problem [2].

The evaluation was run on computers in a
lively but not too disruptive atmosphere to
simulate the environment where the game
would likely be played. These results were
then compiled in a table.
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Observation/Problem P1 (P2 (P3 |P4 |P5 |[P6 |P7 |Final
Score

Movement speed too fast 1 0 0 0 0 0 0 1

Issues navigating map - lack of clear 3 2 0 2 3 3 2 15

signposting

RCH shouldn't be a food place 1 0 0 0 0 0 0 1

Should have a master volume slider 0 0 0 1 0 0 0 1

Day should end at a set point in time 0 0 0 2 0 0 0 2

Better defined achievements 0 0 0 2 0 0 0 2

Unclear about what keys to press to do 0 0 0 0 4 4 0 8

what (pause and interact)

No clear indication that pausing the 0 0 0 0 4 0 0 4

game is possible

Lack of variety in tasks to complete 0 0 0 0 3 0 0 3

Player runs out of energy generally by 0 0 0 0 2 0 0 2

6:30 (Sleeps too early)

Meals still called lunch at 4:30 0 0 0 0 1 0 0 1

No indication that text box is 0 0 0 0 2 0 1 3

automatically being typed in

Can’t view rest of achievements is there | 0 0 0 0 4 0 0 4

are too many to display

No counter on final screen for eating 0 0 0 0 2 0 0 2

Time moves too quick 0 0 0 0 0 0 2 2

Energy bar same colour as grass 0 0 0 0 0 0 1 1

No indication whether score is good or 0 0 0 0 0 0 2 2

bad

Full screen mode not full screen 0 0 0 0 0 0 3 3

Signs around lake don’t work (Campus 0 0 0 0 0 3 0 3

East)

Map has too much greenspace so is 0 0 0 0 0 1 0 1

tiring to move around

Only way to replenish energy is sleep - 0 0 0 0 0 3 0 3

recreational activity to boost energy
needed
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